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Abstract 


Gamification is a learning activity where games are incorporated into the curriculum to 
improve knowledge of a language. Based on the current trends in technology, most learning 
institutions have embarked on the use of gamified learning as a curriculum that helps students 
learn even better. Different games have been incorporated in most schools and helped elementary 
ESL learners improve their knowledge. The project will evaluate gamification in the ESL 
classroom setting based on its key elements, benefits, and impacts on the learning process. This 
paper is composed of five chapters where chapter one is the introduction, chapter two is the 
literature review, chapter three is the design for the project, chapter four is the project details and 
chapter five is the overall project conclusion. The project hence analyzes the use of gamification 


in most learning institutions. 
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Chapter 1 


Introduction 


Gamification in a classroom setting is an educational approach which motivates students 
to learn more by using game elements and designs within the elementary school environment. 
The learning system creates a level of engagement and enjoyment of learners by inspiring them 
to continue with the learning process. English is a basic language used during the Gamification 
process and is used to transfer information on games to the learners. Most people insist on the 
importance of English proficiency in education to grant students a chance towards self- 
development and improve their knowledge since most websites, documents and platforms use 
the language to enhance communication in the global society. With the use of Gamification in 
the elementary ESL classroom, social interactions among people coming from different 
backgrounds is maximized since it is used as a major form of communication. In most schools 
around the globe, English is one of the language subjects used by most students during Gamified 
teaching (Yaccob et al., 2022). It is used as a medium of instruction in educational institutions to 
enable them to understand certain requirements even better. In the elementary ESL classroom, 
Gamified learning tools are applied in hardcopy and softcopy methods to enhance the language 
proficiency of the students. In this chapter, the rationale will focus on how the ESL educators 
have incorporated the use of Gamified learning to grant students a positive experience when 
building their language skills and enhance their motivation levels within the ESL classrooms. 
The individuals who will benefit from the work of research will be students and teachers since 


the learning process involves both parties. 


During the lessons, language games are used, and rules are provided when setting 
linguistic goals for each participant. Gamification enhances the student engagement level since 
certain applications and platforms are used when enhancing the knowledge during the learning 
process. In turn, it improves their performance levels and encourages the ESL teachers to 
develop key learning environments that are more interactive, interesting, and positive to their 
lives. Also, the interaction levels of most English language students increases, and their language 
competency levels also improve (Anak Yunus & Hua, 2021). Therefore, it becomes easier to 
achieve a basic language learning process under Gamification. Given these points, the 
elementary ESL educators need to understand the importance of including Gamified learning in 
most learning institutions to enhance the performance of students. The classroom idea has 
enabled educators to integrate the use of information technology when making the learning 
process conductive and effective for students. 

Various learning researchers and advocates have encouraged the use of technology for 
elementary ESL learners. Language Gamification aims at lifting the student’s morale and 
enhancing their participation in the classroom setting. The use of learning technologies creates a 
major shift in teaching and learning in education. It presents more benefits in learning the games 
and how students can apply them when adopting the English second language (Idris et al., 2020). 
The language educators usually embrace the fact that students can become adaptive and 
resourceful as they study even more. They must, therefore, consider new strategies applicable in 
teaching under Gamified learning. As for students, they should be ready to discover and learn 
new things during the teaching activity. The process requires maximum attention for them to 


enjoy the process and perform even better in their assessments. The use of language 


Gamification creates a platform where educators can become one and deliver the best to their 
students. 

In the society, most students are considered digital natives when it comes to their 
competency in using machines, gadgets, playing online games and in the social media sites. The 
gradual shift of teaching and learning from traditional methods to contemporary techniques has 
created a space where students can become flexible, adaptive, and creative when learning the 
English language in their classrooms (Hernandez-Prados et al., 2021). They have adopted the 
new technology in use and are mostly engaged through mobile phones to play since they find it 
exciting and interactive. Some of the games entail video games, word games, and flashcards, 
which are essential for use during the lessons. The use of tests and tasks that contain key 
elements like Kahoot, Triventy, Quizizz and Wordwall enhance the learning process for both 
teachers and students. According to Desnenko et al. (2021), the use of games during a learning 
process motivates students to participate more during the lessons. The games create a stimulating 
and interactive environment for all which in turn boosts teamwork among the students 
(Desnenko et al., 2021). It encourages active collaboration when the elementary students learn 
and enhance their overall participation in class. The students can easily share ideas and other 
perspectives among one another when they incorporate games in their ESL classroom 
environment. Furthermore, it allows them to participate in social discussions and helps shape the 
learning process for them. 

Generally, the thesis project aims to analyze Gamification within the elementary ESL 
classroom setting from a broad perspective. It focuses on the different gaming strategies and key 
ways that Gamification is implemented within the ESL classrooms. Various workshops are 


designed to show how the educators will implement the games within the learning system. They 


show the different strategies applied when enriching the elementary ESL learners with 
knowledge on the advantages of games in their education. It enhances the learning capacity of 
most students by motivating them to improve their academic performance, learning interests, 
social interactions, and level of understanding. The first workshop highlights the rationale of 
using games based on the applicable gaming strategies as used by teachers. It describes the 
different strategies applied by most educators to enhance the learning experience. In the second 
workshop, it shows how skills development is maximized when games are used in the 
elementary ESL classrooms. The third workshop describes the key challenges experienced under 
Gamified learning and how the teachers incorporate solutions to deal with any issues present. All 
the workshops investigate the role of Gamified learning under different social environments for 
the benefit of both teachers and students. 

Apart from analyzing the aspect of Gamification in the elementary ESL classroom, this 
project seeks to encourage teachers to evaluate the importance of technology when availing 
game designs and other elements in the learning practice. The world has advanced and evolved 
thus people are no longer using old means to educate their students. Therefore, the use of 
Gamification has largely helped most learning institutions to motivate their learners to study 
more and concentrate more in class (Idris et al., 2020). The teachers have also considered 
Gamified learning as a powerful approach which impacts the language skills of the learners in 
the ESL classrooms positively. A good language game should adhere to key language 
characteristics which will ensure that it functions to its set purpose. When followed accurately, it 
enhances the reliability and validity of the game among the elementary ESL learners. Thus, a 
good educator should evaluate distinct traits when determining the appropriate language game to 


use in the classroom environment. The use of workshops has proven worthy in helping teachers 


establish a solid environment where the elementary ESL learners can learn and improve their 


language performance fully. 


Chapter 2 


Literature Review 


When considering the need for a second language, most educators consider gamification 
since it brings significant change to education. Gamification enhances a positive impact on the 
lives of learners and creates room for social growth and development. The impacts entail an 
increased level of cognitive growth, increased span of attention, reduced disruptive behavioral 
forms, enhanced enthusiasm, and improved maturity. Most teachers have shifted their teaching 
pedagogy practices and opted for the current technology as their form of teaching guidance. In 
this chapter, I will analyze research information concerning gamification in the elementary ESL 
classroom. I will first analyze the different gaming strategies used by most teachers based on the 
given curriculum. Next, I will evaluate the key skills developed by most students when engaging 
in a game-based learning process. Third, are the benefits of using games in education for most 
learners and how the use of games impacts the learning process. Lastly, I will discuss the overall 
challenges being experienced in the gamified learning process and key interventions used to 


counter the issues within the elementary ESL classroom environment. 


Gamification Strategies 

As highlighted by McEnroe-Petitte and Farris (2020), board games and computers have 
been used as strategies to educate students and improve their gaming knowledge. In well- 
designed games, games can be found on different platforms and media sources for learners 


(McEnroe-Petitte & Farris, 2020). They can take the form of language plays, word plays, role 


plays, narratives, and other digital platforms (Rafiq et al., 2019). The learners acquire the skills 
that help them engage in critical thinking, listening, problem-solving, and speaking. The use of 
games develops their literacy skills and motivates them to study even more (Su et al., 2021). 
Within the learning environment, elementary ESL learners can develop cognitive skills and 
handle various issues effectively (Sourav et al., 2021). There are various websites that offer 
gaming opportunities to students within an ESL classroom. An instance on the British Council 
website offers children a chance to play different games even as they focus on spelling, writing, 
reading, or speaking areas (McEnroe-Petitte & Farris, 2020). Also, the games use different 
languages; hence, learners can select the language of their choice and acquire English activities 
that fit their learning margin. The other website is the IXL website which offers a curriculum to 
students where they can learn English grammar and other subjects (Fang, 2022). Online games 
can thus be played by students freely during computer classes or even face-to-face lessons. 

In attracting the attention of students, videos, music, and movies are effective activities to 
use during a learning activity. After watching a video or movie, games can be incorporated into 
the learning practice to test the content of videos and compare the information to what the 
students have understood (Anisa et al., 2020). The other strategy is the use of karaoke sessions 
with the learners. The sessions help teenagers in developing their skills in music and active 
watching habits (Mitchell et al., 2020). Therefore, most students will benefit from the use of 
gamification in the ESL classroom. The use of leaderboards in gamification has created a 
positive experience for both students and learners (Almufareh, 2020). Games can easily show a 
leader’s ranking and how students can perform over time. The strategy also instills a competitive 
spirit in the learners’ education (Almufareh, 2020). Leaderboards create a social comparison for 


students which in turn yields positive performance (McEnroe-Petitte & Farris, 2020). Students 


can, therefore, show their active participation when competing with others to complete different 
tasks (Salimei & Zangeneh, 2022). The use of feedback grants students’ information concerning 
their progress level, key issues, achievements, and clues. Feedback enhances the learning process 


by making it more meaningful and interactive (Ahada, 2021). A student-centered learning-based 


approach is established which leads to increased grades for students (Stieler Hunt & Jones, 


2019). When students perform positively, they can proceed to the next level, which is considered 
a great step in the learning-based curriculum. 

Online gaming has been considered a platform for most millennials to enhance their 
knowledge (Wen & Aziz, 2022). The use of games increases their versatility, flexibility, and 
mobility since games create a positive interaction for them. The use of gamification has led to 
the creation of key learning applications such as Quizlets, Kahoots, Quizizz, and Plickers. Online 
games allow learners to become independent seekers of knowledge (Wen & Aziz, 2022). The 
playing activity also allows them to utilize relevant skills in their lives. A game-based learning 
procedure makes learners develop cognitive abilities at the center of learning (McEnroe-Petitte & 
Farris, 2020). Gamified learning also improves the learning process by making it effective and 
interesting. The process becomes fun and engaging for most learners (Sousa & Rocha, 2019). 
Previous studies have shown how gamification positively impacts the learner’s engagement level 
and key motivation practices (Sousa & Rocha, 2019). Information concerning the use of Quizizz 
to improve English grammar learning has shown that gaming enhances the experience for most 
students (Anisa et al., 2020). Thus, the use of gamified learning can positively change the lives 
of most learners in the elementary ESL classroom setting. 

In the world of education, there are major demands on digital competency in skills that 


have improved the learning process. The changes have led to an integration of gamification into 


the education system to help relay skills to students. Gamification is considered the use of 
various game design elements within the nongame environments (Benini & Thomas, 2021). The 
activity requires game thinking, elements, and methods in the use of games. The games aim at 
motivating learners and enhancing their behavioral conduct (Acevedo, 2020). Badges and reward 
points are given to the learners when they complete the assigned tasks during the classroom 
lessons. The main objectives of gamification ensure that the participation of most learners is 
maximized and that they get motivated as they play their games (Hernandez-Prados et al., 2021). 
The educators ensure that they incorporate key strategies and elements during the procedure such 
as the use of prompt feedback and leaderboards (Anisa et al., 2020). The technique fosters a 
sense of empowerment in the lives of students and enhances their engagement levels since they 
desire to complete the goals set in the learning process (Anisa et al., 2020). 

Gamification is essential in education since it gives students and teachers a positive 
learning experience. People have witnessed the transitions in education and thus developed key 
teaching techniques to meet the changes present to meet the needs of society (Retherford, 2020). 
Most learners are normally digitally literate and may differ in their activities, such as information 
processing (Anak Yunus & Hua & 2021). The millennial generation hence exchanges 
information through the use of blogging systems and social networking. When meeting the needs 
of different learners, teachers are advised to use mobile learning resources, ICT, and game-based 
learning systems to enhance the knowledge of students (Pelegro, 2022). The techniques allow 
them to apply different features in the learning process for a better outcome. 

In the second language learning procedure for a classroom setting, gamification has often 
been discussed by most research analysts. Even with the growing use of technology in education, 


gamification has helped students gain a positive experience in the learning process (Rao et al., 


2022). They have thus incorporated the second language during the learning activity and 
communicated freely. Gamification hence offers an interactive, fun, and non-threatening learning 
experience for all (Anisa et al., 2020). The use of games also creates room for learners to acquire 
problem-solving skills toward challenges in their class syllabus (Sousa & Rocha, 2019). In turn, 
they gain a sense of empowerment and active motivation in the learning process which in the 


long run enhances their classroom performance level (Sousa & Rocha, 2019). 


Skills in Gamification 

In a classroom environment, digital games help most learners to gain critical thinking 
skills, cognition skills, and problem-solving tactics (Guan et al., 2022). They can therefore solve 
different challenges they encounter with total confidence (Guan et al., 2022). The cognition skills 
allow them to make the right choices when handling different situations (Guan et al., 2022). 
Also, they show total courage in how they approach certain situations and obstacles (Guan et al., 
2022). The skills help them enjoy the learning process and utilize their abilities as they learn the 
new language (Guan et al., 2022). In game-based learning activities, leadership skills can also be 
acquired since the skills govern how most operations occur (Guan et al., 2022). The students can 
group themselves into different teams and select a leader to help them during the gaming 
activities (Guan et al., 2022). The leaders, therefore, help in the decision-making activity for the 
team members, advise them accordingly and encourage the team to work together when learning. 
Gamification hence leads to a positive effect on learners since games help develop a secure 
leadership style that harnesses total growth and development for all. The learning approach 
boosts leadership skills by encouraging active communication, facilitation procedures, 


motivation, mindset changing, and coaching for most students. 
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Benefits of Digitized Games in Education 

The use of digitized games makes the learning process more effective and enjoyable for 
all elementary ESL learners (Kaban, 2021). The core benefits of using digitized games within a 
classroom environment are that games motivate students, increased their engagement and 
competition levels, and improved cognition abilities (Kaban, 2021). Digitized games motivate 
students to take part in classroom activities freely to maximize their performance (Kaban, 2021). 
When incorporating gamification in the elementary ESL classroom, designing a fun game 
activity during the lessons is important (Kaban, 2021). The technique will help attract students to 
learn more and motivate them to consider the importance of education (Kaban, 2021). However, 
when they lack a source of motivation in the learning process, they can be directed to engage in 
gamification activities (Kaban, 2021). According to Anisa et al. (2020), motivation is essential 
when learning English since motivation stimulates ESL students by giving them an adequate 
interest in learning. Most students usually display interest when motivated and the learning 
experience becomes better (Anisa et al., 2020). Based on the use of technology in teaching and 
learning, games motivate students and enable them to remain focused, and active when they 
undertake class tasks. When learning vocabulary, games have enhanced the learner’s vocabulary 
in the English language and led to positive interest (Kaban, 2021). They can learn new 
vocabulary, which in turn allows them to participate in writing tests. 

Gamification helps students interact freely with others and collaborate in developmental 
learning activities (Dehghanzadeh et al., 2021). Collaboration skills and active social interaction 
methods are important for students (Dehghanzadeh et al., 2021). They are nurtured in schools to 
enhance their performance. Gamification helps increase their scores and boost their participation 


levels (Dehghanzadeh et al., 2021). A positive learning outcome results from gamification from 
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collaboration and key engagement levels (Dehghanzadeh et al., 2021). Students can showcase 
their skills and abilities when they practice the English language and collaborate with others 
during class discussions and assignments (Dehghanzadeh et al., 2021). Most social environments 
boost the engagement of students and their teamwork skills when interacting with others levels 
(Dehghanzadeh et al., 2021). 

These skills come in handy when relaying active and confident students in the future 
(Dehghanzadeh et al., 2021). In a gamified learning model, the use of scoreboards, ratings, and 
remarks are key components for every lesson (Kelleci & Aksoy, 2021). They improve the social 
interactions, social competence, competitiveness, and authenticity of the English language for 
students (Kelleci & Aksoy, 2021). When a competitive spirit is harnessed in students, their 
engagement level increases during the lessons and activities (Kelleci & Aksoy, 2021). The 
technique impacts the students’ urge to challenge others and complete the assigned tasks on time 
(Kelleci & Aksoy, 2021). From gamified learning, students can track their progress aiming at 
getting the highest possible score (Kelleci & Aksoy, 2021). The tracking procedure relays a 
diverse learning procedure within a safe environment for most students where they can utilize 
their problem-solving skills and critical thinking abilities in completing the games (Kelleci & 
Aksoy, 2021). 

A game-based learning process allows children to enjoy exciting and fun games when 
they use computers (Kelleci & Aksoy, 2021). It helps them utilize basic skills in using a mouse 
and keyboard as needed. They can easily navigate through the internet as they play games 
(Kelleci & Aksoy, 2021). Most of them enjoy digital literacy and incorporate them into how they 
communicate with one another (Kelleci & Aksoy, 2021). The use of games benefits players by 


exposing them to the digital world in an entertaining, and innovative manner through learning 
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(Kelleci & Aksoy, 2021). The students become self-reliant and can acquire knowledge on how to 
use digital technology while learning. Professional development in schools through gamification 
helps teachers evaluate the importance of games when they educate students (Kelleci & Aksoy, 


2021). They incorporate digitized games in the teaching practice as a basic strategy for growth 


and wellness when they study (Stieler Hunt & Jones, 2019). Previous studies have shown that 


most teachers have basic concerns concerning the use of digitized games within the ESL 


classroom setting (Anisa et al., 2020). Some of them are not educated on how to use digitized 


games (Stielerí Hunt Jones, 2019). During gamification, enhancing professional development 
by training teachers on how to use digital games will relay a positive outcome (Anisa et al., 
2020). The knowledge they receive will help them guide elementary students even as they learn 


through gamification (Anisa et al., 2020). They can thus select the important features that can be 


tested in the exams hence helping them reduce poor grade scores (Stieler Hunt & Jones, 2019). 


The use of games in the elementary ESL classroom makes the students more focused and 


alert during class lessons (Stieler Hunt & Jones, 2019). Students become more attentive and can 


easily remember what they are taught in class (Stieler-Hunt & Jones, 2019). Therefore, the 


game-based learning procedure grants learners an opportunity to concentrate fully in class and 


focus on the important information their educators pass to them (Stieler Hunt & Jones, 2019). 


The games revolve around active memory creation capacities which gives students an 


opportunity to recall learning aspects and solve puzzles within a given game (Stieler Hunt & 


Jones, 2019). They also manage to memorize key sequences and visual information such as maps 


(Stielerí1 Hunt & Jones, 2019). From the information they receive, the learners can track different 


elements found within the game learning activity (Stieler Hunt & Jones, 2019). The mental 
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cognition ability of students is thus maximized when they use games when learning the 


curriculum (Stieler Hunt & Jones, 2019). 


Challenges 

Gamification creates various challenges in the learning practice of most students 
(Alhammad & Moreno, 2020). When combining the game designs and other curriculums, the 
process becomes difficult since gaming requires an array of steps and key guidelines for a 
positive learning outcome (Alhammad & Moreno, 2020). Also, gamification leads to the creation 
of a gaming atmosphere where all learners must follow the protocols (Anisa et al., 2020). 
Alhammad and Moreno (2020) stated that some students may not have the skills and ability to 
gain knowledge from the gaming process, yet they are forced to follow them in their curriculum. 
When marketing the idea of game learning in an ESL classroom, the process becomes difficult to 
convince parents of its importance (Alhammad & Moreno, 2020). Most people stereotype the 
idea and consider gaming as a way of wasting students” time. Additionally, gaming requires a 
high cost when developed in elementary ESL classrooms (Alhammad Moreno, 2020). The 
process requires adequate time, money, and knowledge to function (Alhammad & Moreno, 
2020). The resources may be difficult to find since resources require the use of software and 
hardware in their creation and management (Alhammad & Moreno, 2020). In other cases, 
budgetary issues may occur when analyzing the key gamified learning models (Alhammad & 
Moreno, 2020). Thus, some funds may be allocated wrongly which may affect the overall budget 
of the institution in terms of handling the games (Zou, 2020). 

Hakak et al. (2019) classified the details and showed that the use of gamified learning 


requires complex gamifying models to help the systems function. The models determine the type 


14 


of games students should select for them to perform well (Hakak et al., 2019). The process may 
be difficult since gaming requires adequate skills when operating the machines for the games to 
operate smoothly (Hakak et al., 2019). The other factor is that in some situations there is poor 
motivation and commitment by the students (Hakak et al., 2019). Therefore, educating them on 
gaming activities becomes tedious since they are not self-driven to participate in them 
(Alhammad & Moreno, 2020). In other situations, a lack of communication may result which 
may slow down the learning process (Hakak et al., 2019). Students may miss out on some 
important information from their educators which is essential for better gaming performance 
levels (Hakak et al., 2019). 

The entire activity of gamification requires active knowledge and key proficiencies in the 
field (Hakak et al., 2019). Therefore, educators have to undergo training to help them fit the 
margin of teaching elementary ESL students (Hakak et al., 2019). As researched by Alhammad 
and Moreno (2020), the knowledge has to meet the needs of all learners, fit the given curriculum, 
engage the students fully, and become cost-effective for them. Gamification also requires a lot of 
resource allocation when making decisions concerning which game fits which student 
(Alhammad & Moreno, 2020). When the students make demands on what they desire, the school 
has to invest in a lot of resources to help relay the needs for better learning. Some educators may 
select gaming cloud services wrongly which in turn may affect the overall storage of information 
concerning every student (Chan et al., 2022). Even during the periodic recording of assessments 
and test results, the poorly selected cloud services may slow the grading process which is not 


essential for gaming activity. 
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Interventions 

The use of a Flipped Classroom framework under a virtual classroom technique creates 
room for teachers to use video lectures to enhance student interest in the learning curriculum. 
According to research gathered by Zou (2020), the videos are composed of annotations, maps, 
images, and graphic features which enhance the memory of each student. Therefore, the students 
can incorporate the knowledge they receive and apply the information when gaming activities 
occur (Zou, 2020). The technique creates an interactive environment for the learners where they 
set up teams with their fellow classmates and answer questions about what they have learned. 
Research conducted by Smith et al. (2021) pointed out that a sense of belonging is established 
when students participate fully in class activities. The students get to apply the same knowledge 
when games are used to test their level of understanding (Smith et al., 2021). The technique 
makes them more active and attentive. In turn, the entire practice enables them to consider the 
core benefits of using gamification when learning (Smith et al., 2021). 

Additionally, training is applicable when creating a stable environment for teachers to 
educate the students. Educators need to receive proper knowledge and information on how to 
teach students through the use of games (Smith et al., 2021). They should be informed about the 
various games available and how to apply them in the learning curriculum. Sousa and Rocha 
(2019) stated that the information they receive helps them become more active and speeds up the 
learning process. Even as they issue various assignments, tasks, and tests to students, they can 
easily evaluate the findings and results and determine whether the students have understood the 
coursework given (Sousa & Rocha, 2019). Also, they will manage to identify students who 
require more evaluations, and they can also recognize the key areas where they require a repeat 


of teaching (Sousa & Rocha, 2019). Lastly, through training the teachers can grade students 
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based on their level of performance since the teachers are trained and skilled in how to give them 
marks in line with their level of understanding (Sousa & Rocha, 2019). 

A solid-based communication framework can be maximized to help improve 
gamification in the ESL environment (Fahandezh & Mohammadi, 2021). The technique can be 
achieved through the use of English as a second language to boost communication (Fahandezh & 
Mohammadi, 2021). The use of English helps learners coming from different backgrounds to 
interact freely with other students and enjoy the entire experience (Fahandezh & Mohammadi, 
2021). Some of the games should incorporate the use of words and vocabulary that help learners 
with writing, spelling, and pronunciation (Fahandezh & Mohammadi, 2021). From that aspect, 
gamification improves communication since all barriers and delays are reduced during the 
gamified learning activities. The teachers can also educate students freely since a level of 
understanding is achieved. In case the students ask questions, the teachers will be in the capacity 


to answer them accordingly (Fahandezh & Mohammadi, 2021). 


Conclusion 

Gamification should be practiced in elementary ESL classrooms to help boost education 
for students. Whether in the form of digital technology, such as tablets, smartphones, or even 
laptops, gamification should grant students a positive experience on the usefulness of games in 
their curriculum. The use of digital games has shown that students can gain adverse skills and 
core benefits which impact their lives well enough. They are able to learn under different 
strategies which improve their knowledge and level of understanding. Digitized games are 
powerful education tools that create an effective classroom environment for all learners. The 


school performance of learners should, therefore, be maximized by encouraging the use of 
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gamified learning in elementary ESL classrooms. Also, students should be allowed to learn the 
English language and practice it fully as they play the games. The use of English presents 
students with an opportunity to engage freely through the learning medium which has long-term 
benefits in their lives. Through learning a positive relationship between student engagement level 
and learning is established when using digital games. Therefore, all actions should be 
encouraged in different classroom environments to harness the use of games when teaching. 
Teachers need to consider the importance of advanced technology in the ESL classroom when 
using games (Alomair & Hammami, 2019). The technique helps improve the language learning 
process and enhances their social interaction levels. Students require active social interaction 
opportunities for them to gain exposure to certain things around them. Gamified learning also 
allows students to experience an improved method of learning which is recent and not that 
tedious when compared to past methods. Thus, the learning process should be a platform for 


students to grow and develop their skills and knowledge. 
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Chapter 3 


Project Design 


The purpose of the project is to relay information concerning gamification in the 
elementary ESL classroom. Gamification develops a positive environment for most learners to 
experience cognitive growth, key behavioral patterns, and maturity and enhances the attention of 
students. The educators are also equipped with training programs to instill knowledge in them on 
how to guide elementary ESL learners on the application of games (McEnroe-Petitte & Farris, 
2020). There is a need to embrace new forms of the curriculum, such as gamification, to enhance 
the experience and participation of learners during their education period. The educators utilize 
different gamification elements in their coursework activities such as the use of social media 


applications. 


This chapter outlines the project design applicable to using gamification in the 
elementary ESL classroom environment. The use of gamification is based on dimensions that 
ensure the procedure is successful for ESL learners. A conceptual framework design is used 
when integrating gamification in the elementary ESL classroom. They occur in phases that 
develop the eLearning process. They entail managerial, analysis, design, development, and 
learning motivation. When training and analyzing the use of gamification in education, the 


phases make it easier to implement a curriculum that will benefit all learners. 


The managerial framework helps control the activities during project planning. Most of 


the gamification procedures are thus managed through active control of the operations, team 
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organizations, selection of basic tools for education, quality assurance, and effective training. 


Project planning and control activities entail the use of schedules that will define the time of 


course development and follow-up protocols (Stieler Hunt & Jones, 2019). The managerial 


team also identifies the tool selection process which may entail the use of an HTML editor, 
Moodle, or WebCT to help plan the course management procedure for learners. The technique 
helps improve their performance levels when they are assigned tasks of teaching students about 
gamified learning. Effective mechanisms are used when training teachers and students on how to 


operate and utilize the course sites. 


Another critical tenet of the curriculum is the analysis stage where activities, such as 
course domain analysis, content analysis, student analysis, instructor analysis, learning 
environment analysis, functional requirements, interaction requirements, and quality attributes 
are assessed. In the course domain analysis section, various tasks such as defining the applicable 
study program for students and the core goals are identified. The technique assesses their 


cognitive characteristics, age margin, technical capabilities, and skills when they either become 


explorers, achievers, or socializers (Stielerí Hunt & Jones, 2019). In the section on instructor 
analysis, all the characteristics of teachers are evaluated as their ability to understand various 
subjects. They are also assessed on whether they are computer efficient and their capacity to use 


internet services such as file transfer activities and email settings. 


The design process entails the creation of a basic structure describing the web study 
guide. The guide is usually outlined in a hierarchical form in a specific layout. The process 
requires an active connection of students to the course site. The design outlines the course title, 
scientific name, institution name, the applicable logo, and key links of the gaming technology 


being used. The website is therefore organized in line with the gaming requirements and core 
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elements of the learning procedure (McEnroe-Petitte & Farris, 2020). For most elementary ESL 
learners, the learning activities used in the course are assessed to determine the requirements for 
the learner to attain the set goals. When using gamified learning, karma points help in grading 
the students. Also, rewards in the form of badges help students be motivated since they can share 
their awards and achievements. The use of leaderboards creates a starting level for students to 
track their progress even as they engage in the competitive environment. The rewards motivate 
learners to continue learning and complete the coursework activities on time. Learners require 


feedback as they study since the response improves their social engagement levels. 


In the development stage, the conceptual framework applied requires the completion of 
different tasks. The study material is produced to allow students to familiarize themselves with 
the gaming curriculum they should use. The gaming elements contain some course contents that 
are grouped in different sections in line with the English learning requirements. All the gaming 
elements for the English language are gathered and submitted to the site management tool for 
future reference and key reviews. Third, is the integration of e-Course components of study. The 
prototypes created are then assessed from time to time to determine the effective study guide that 
students and teachers should utilize. The blackboard system uses its features to integrate all the 
web pages and apply the learning features and tools systematically. In this process, the e-courses 
are checked to ascertain if they comply with the quality standards of the learning model. Key 
adjustments are made to the gaming course before it is presented to the elementary ESL learners 


for study. 


In the learning motivation model, gamification uses a motivational structure in line with 
the lesson design. Students are, therefore, motivated to study effectively aiming at improving 


their performance. They require points, scores, and badges to help them gain the will to study 
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more. Even as they engage in competitions, they get the desire to compete based on the assigned 
activities. Through gamification, students develop positive attitudes that help them complete 
tasks on time. Also, extrinsic and intrinsic rewards allow students to participate in a learning 
activity even if they experience tough times. The rewards exist as an aspect of growth and 


development in a learning process. 


Gamification helps elementary ESL learners develop more interest in learning the 


English language. They participate in the spelling of words, writing of words and sentences, and 


pronunciation activities which boost their learning experience (Stielerí Hunt & Jones, 2019). 


Educators should engage students in the learning curriculum by motivating them through 
rewards and other learning benefits. The system applied will help draw the student’s attention, 
incite excitement where they will desire to learn more, and motivate them to engage in prolonged 


levels of participation. 
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Chapter 4 


Project 


In the chapter, I present the lesson plan guide designed to educate students and teachers 
on the lesson plan of gamification in the elementary ESL classroom setting. The lesson plan 
identifies the key deliverables that will enhance your teaching process to students through the use 
of games. The use of games and knowledge-construction activities enhances the learning process 
since both you and the students are motivated to engage and interact freely. The chapter explores 
the nature of gamification as a whole in different school environments and how it enhances the 
knowledge of your learners. The activities that occur during the lesson plans are effectively 
discussed to show how your students benefit from the lessons and the typical games they engage 
in for better results. Even as it is considered a learning curriculum it improves the language of 
most of your learners and their communication levels. The use of gamification in the ESL 
classroom will change the lives of most students since the act of learning will be more exciting 


and valuable to them. 


Motivational Perspectives of Gamification 
In this lesson, you will be educated on the key roles of gamification and how you should 
deliver knowledge to the learners. The session will allow you to make inquiries on how you 


should incorporate games when teaching and how you need to interact with students for better 


23 


engagement levels. They entail trait, behavioristic learning, cognitive, self-determination, 


interest, and emotion. 


Trait 

The perspective will help keep you motivated since you will focus on progress, 
achievement, and success when teaching. The traits you will exhibit will determine the overall 
teaching practice you will deliver to students. You will be informed about the need to possess 
positive traits that can be understood and enhance the learning experience. The technique will 
boost communication between you and students hence a successful gamified learning process 
(Shortt et al., 2021). You are required to develop a strong power and motive to help you control 
the class sessions by utilizing all your skills. Thus, you will ensure that during the class activities 


a healthy condition is exercised by all students. 


Behavioristic Learning 

In this section, you will ensure they develop positive behaviors when interacting with the 
learners. You will act as role model to them by ensuring they behave accordingly and avoid 
negative tendencies that will slow down the teaching practice. The behavior presented by all of 
you is an important factor since most students look up to you as role models. Therefore, you 
should ensure that a positive behavioristic learning environment is established for elementary 
ESL learners to enhance the learning outcome (Shortt et al., 2021). It will motivate them to work 
even harder and incorporate games in the lesson plans while considering the need for upright 


behavioral characteristics at all times. From the use of feedback, you will understand the areas 
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students need changes, clarifications, or even additional explanations. Thus, their behavioral 


patterns will be monitored effectively in line with the ESL plan on gamification. 


Cognitive 

In this perspective, you must be aware of the student’s attention levels during class to 
allow them to shape the different concepts for use during the teaching practice. The setting of 
goals will enhance the process since consequences will be outlined in situations where the goals 
are not achieved on time. Cognitive factors and skills are important features when engaging in 
gamified learning. The learning process requires the active use of skills such as critical thinking 
and creative thinking for better results. Thus, orientation activities will boost the participation of 
students and maximize their goal achievement requirements (Shortt et al., 2021). You will 
understand the different games that students are comfortable with and that will improve their 
participation levels. The cognitive perspective will also create room for cultural recognition from 
different students with different backgrounds. It will factor out different identities and create a 
stable room for you to pass knowledge while considering cognitive skills that are relevant to the 


lesson plan. 


Self-determination 

Self-determination is a concept used by you and students to make their own choices, gain 
insight into how to solve problems and handle different situations with utmost courage. The 
parties are required to become more responsible in accomplishing their set goals and objectives 
to avoid negative consequences that may arise. The perspective insists on the fact that you should 


create an environment where students are motivated to accomplish different goals as one. Even 
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as games are used in teaching, you should create a motivating environment for the students 
where they can interact freely and participate in class activities either individually or in groups 
(Shortt et al., 2021). Self-motivation should be a guiding factor to them where they relay 
maximum commitment to the fulfillment of the set goals and objectives. The technique will 
boost your determination levels since you will be dedicated to serving the students and fulfilling 
their set goals and objectives. Through competence, autonomy, and social relatedness the players 


will be motivated to complete the set goals on time. 


Interest 

Gamification should allow you to meet the interest of students in different situations. 
Gamification should create a feeling of active flow and feedback for better results. You should 
allow the students to make choices on the type of games they are good at as per their interest 
levels. Therefore, you will incorporate the games in the curriculum since you will identify the 
strengths and weaknesses of students individually. In turn, the overall class performance of 
students will improve since you will focus on their interest areas during the gamified learning 
lesson plan. Therefore, you will incorporate discussions to allow the learners to play different 
roles in applying gamification in their selected curriculum (Shortt et al., 2021). On the other 
hand, you will effectively nurture the role of cultural inclusion and togetherness when enhancing 
diversity for students who cannot speak English. You will utilize their skills and cognitive 
abilities to apply the use of games to the allocated learning plan. All your interest levels will be 


boosted and their performance levels maximized fully. 
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Emotion 

The use of literacy level during a learning activity helps ESL learners to improve their 
knowledge capacities and gain more information on the English language. Emotion during a 
gamification teaching activity will reduce any negative feelings in the lives of both players and 
teachers. Negative emotions can interrupt the gamification process for elementary ESL learners 
since the students will not coordinate class activities together and also participate fully in the 
gaming activities. In most situations, they will be distracted from the lesson plan since they will 
be distracted by their personal feelings that hinder them from completing the set goals and 
objectives (Shortt et al., 2021). They will be motivated even more since gamification increases 
the need for positive feelings such as pleasure and sympathy. Thus, you will inform students on 
how to manage their emotions to reduce disagreements with one another. However difficult the 
transition of emotions may be difficult the control of emotions will enhance the education 
process. The technique will foster a positive sense of communication among the parties where 


they will acknowledge the need for respect for one another in all situations. 


Five-Step Model for Gamification. (See Figure 1) 


Step 1: Understanding the target audience 

During this stage, you must be aware of student details based on their names, physical 
identifications, and gender. You should have a background analysis of their interests to help you 
assign different games to students during the lesson plan activities. The technique will enhance 


effective communication between you and the students and improve your understanding of 
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environmental skills, group sizes, and length. As teachers, you can therefore determine the 


applicable gamification elements to utilize in the elementary ESL classroom environment. 


Step 2: Defining all learning objectives 

It is an important step in gamification since the objectives must contain learning goals, 
behavioral goals, and instructional goals. Thus, you should outline the goals for the learners 
during the onset of the gamification process to allow them to familiarize themselves with what is 
needed of them in the learning activity (Stieler Hunt and Jones, 2019). Additionally, it improves 
your teaching process since you will ensure that a positive learning experience is given to the 
students. The implementation of learning objectives will be harnessed since you will monitor the 


process and ensure its overall success. 


Step 3: Structuring the experience 

You should guide students on how to identify key points when playing games. An 
example is during the spelling of words which requires the use of cognitive skills to evaluate the 
appropriate letters that fit in a word or sentence given. The technique improves their literacy 
levels and insight capacities when making choices in a given set of games. You need to prepare a 
basic sequence and quantifies them in line with what the students should achieve and learn after 
the completion of the lesson. You will also monitor the activities in class and ensure that active 
motivation is relayed to them to complete the stages assigned. It requires complex knowledge 


and utilization of complex milestones to enhance the engagement levels of students. 
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Step 4: Identifying the resources 

When the stages are well outlined and identified, you must evaluate whether the 
curriculum being used can be gamified or not. The process requires active reflection of aspects 
such as the rules given, tracking procedures, currency needed, levels attained and feedback 
needed for better results. The resources should help students conduct future research in areas 
where they require clarification or require more details on concepts they did not understand in 
class. Therefore, you can allocate and apply different resources based on the assigned games. It 


will grant students an opportunity to evaluate key points of analysis during the learning activity. 


Step 5: Application of Gamification Elements 

The last step requires you to decide the best layout the gamification elements will take 
and how they will be applied. The elements applicable are the social and self. Social elements 
entail interactive competitions which enhance the cooperation of students. They can therefore 
make achievements and enhance their knowledge. The self-elements, usually occur as time 
restrictions, levels, and badges. They allow students to compete with one another and recognize 
the role of self-achievement. You will use them to educate ESL learners on how to improve their 
performance levels. 


Figure 1. Five-Step Model for Gamification 
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Game-Based Learning 
The use of computer games is a form of entertainment for most students. It allows 
learners to enjoy the experience and enhance their knowledge during the class sessions. They 


become more active and motivated in the ESL classroom. 


a) Intrinsic Motivation 

You should develop personal motivation in the urge to educate students more and 
enhance their knowledge. Gaming creates a motivating environment for you and your students 
since it covers different voluntary activities. The motivation will boost the overall experience and 
learning procedure. Motivation should come from the individual self and govern the actions of 


teachers in delivering a positive gamified learning procedure. 


b) Learning through fun and enjoyment 

You should establish a fun and enjoyable experience for students as they incorporate 
games in the school-based curriculum for ESL learners. In most situations, the students enjoy 
gamification during their coursework activities since it does not keep them bored, tired, or idle. 


They are kept active through different sets of activities that improve their performance levels. 


c) Authenticity 
Authenticity considers the need for realness in a learning process. The practice will 
include unique gaming activities which are different from the normal ones. You need to boost the 


contextual skills of learners and creates a positive experience for them. The uniqueness will 
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motivate the students to grow interested in playing games. A good gaming process utilizes an 


actual learning process to enhance knowledge. 


d) Autonomy and self-reliance 

Gaming creates a basic level of exploration and independent inquiries which will improve 
the interest and passion of most students. Therefore, you should ensure that the curriculum you 
deliver to your students is quite autonomous and self-reliable for them to cope with. It should be 
easy to understand and relatable to students. Even as ESL learners engage in the spelling of 
words and pronunciation activities through the use of games, you should help them gain more 
confidence in the practice. Self-reliance is where the students will believe in their choices after 
they answer certain questions in class. They focus on their potential to complete tasks on their 
own to grant them a chance to win rewards after garnering a lot of points. Artistic and technical 
skills are part of the experience since they can engage in drawing activities and music creation. 
The activities portray a positive level of growth and developmental practice in elementary 


schools. 


e) Experiential learning 

Experiential learning is a learning practice that is gained through experience, reflection, 
and actual procedures. The dynamics used in the learning activity allow students to understand 
how video games are played. Through reflection, your students can internalize what they have 
learned and arrive at a decision before they submit their work. Therefore, students are kept active 
the entire time since they have to reflect on all the information found in the games and follow all 


procedures as required (Stieler Hunt and Jones, 2019). They require your guidance during the 
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practice to become successful. Your influence will establish a complex English learning 
environment since the individuals elicit active use of skills in application of topics when using 
games. Your students can therefore identify various learning interests and focus on practicing 
them for better results. 

The key mechanisms of Game-based learning help students participate in key pedagogic 
activities based on the English curriculum being used. The technique requires the use of rules, 
clear goals, and games that are easy to play. The use of rules must be complex to create healthy 
competition for students. You should assign different tests, class discussions, and assignments to 
students to help students elicit skills in handling different topics when using games. They can 
identify their learning interests and focus on them. You should encourage students to open up 
concerning their learning ideas and preferences. Therefore, when learning adjustment is needed, 
it becomes easier since the students can familiarize themselves with the required English content 
(Stieler Hunt and Jones, 2019). They can also pinpoint areas that require active focus for better 
results through the role of decision-making. The use of clarity in goal setting will impact the 
efforts of students as they incorporate games into their learning activity. You are forced to help 
the learners in the setting of goals to monitor them through the gamification process. Also, 
background training on how to access the games is essential since students will in turn 
understand how to access the games and use devices during ESL classes. The players can engage 
in multiple games at their comfort and complete different topics and assignments in a short 


period. 
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Game-Based Learning Resources 

You are required to use resources that help learners engage fully in the given curriculum. 
World Peace Game resource offers an opportunity for your students to explore the importance of 
games through a broad perspective. The main aim of the game is to enhance global safety and 
allow students to gain a deeper understanding of how information can be used. Minecraft-Edu is 
a resource that allows you to host different servers and create custom maps to enhance the 
content being outsourced. Therefore, it is a framework that you should use to administer the 
lessons and assignments for students (Stieler Hunt and Jones, 2019). It mostly occurs as the basic 
tool to allow students to engage in player permissions and other building areas. Thus, the game 
participants cannot be offended or irritated during the entire video game procedure. It is essential 
to promote student engagement and encourage motivation among students when participating in 
the gaming industry. Adequate knowledge and understanding are required when creating games 


and incorporating gamified learning for elementary ESL learners. 


Teaching gamification to teachers 


How can teachers enjoy gamification? 

You should not underestimate the importance of games during the learning process. 
When helping yourself understand the gamification concept, it is essential to engage in a 
workshop activity to enhance information delivery. The first part is a standard presentation that 
introduces the idea of gamification to educators. The technique helps discuss gamification in 
broad-based on the key mechanisms, the types of players, and its applications to an education 


process. All the requirements are outlined and players are advised on how to access the games 


33 


either by using the necessary tools, applications, or online websites. The other part is the 
gamified section of the workshop. The two models of teaching create an environment where 
teachers can compare the engagement levels present through gamified and standard techniques. 
It helps during your grading activities for most participants and the allocation of assignments and 
tasks to them. In most cases, gamification requires a broad understanding of various roles, the 
social setting of the participants, core objectives, and the context details. In a given curriculum, 
the use of gamified learning creates game-like features which improve the engagement, 
collaboration levels, motivation, engagement, and interaction levels. Thus, students can gain 
emotional, cognitive, and behavioral skills and learn how to apply them during gamification in 
ESL classes. In the process, you also enjoy gamification by watching students win rewards after 
they complete assigned tasks. You can allocate points based on visual activities that make the 


learning process exciting and easy to coordinate with your students. 


Cognitive, emotional, and behavioral skills 

Gamification helps you and the learners achieve their goals through active positive 
progression. It is used as a technique for improving your student engagement and motivation 
levels in school. Therefore, the skills will be acquired easily to benefit you and the students. 
Through aspects of exploration, creativity, maximum collaboration, and interactions it creates a 
vivid opportunity to develop key skills that can complement all the learning experiences. All the 
skills work hand in hand to enhance a positive gamified experience for elementary ESL learners. 
Gamified-based learning experiences improve the knowledge of learners and ensure that the 
participants can learn from potential occurrences that may happen. They establish a realistic and 


playful setup that is based on innovative thinking when solving challenging puzzles. Digital 
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games may contain puzzles that aid in solving tasks and show how machines operate in the 


gaming model. Therefore, the three skills are applied when solving the puzzles for it requires 


critical thinking and creative thinking to win them. 


Exploring 


During the exploration activity, you should offer a vivid analysis of the entire 


gamification process before the onset of the curriculum study. You should; 


1. 


Describe the key procedure for studying gamification by listing the key steps involved. 
The technique will offer a basic reflection of the key advantages and disadvantages of 
your learning activity. 

Research the concept of gamification and evaluate ways that students can benefit from 
the education discipline chosen. 

Evaluate a discipline they consider easy and difficult to gamify. You should rate it on a 
scale of 1 to 10 on its key differences. It will be easier to make ratings when you invite 
other students to help solve different challenges. When there is a winning team, you can 
present valid points to the winners. 

Present a solid reflection of the digital games that have been played and what your 
students have gained from them after engaging in practice activities prior to the final 
decision. You should set a solid list of the lesson plan should be set aside to help 
strategize the gamified learning process. You should establish a comparison should be 


established to determine the relation of the games to the curriculum being used. 
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5. 


Identify the various digital games and explore how they can be used to boost student 
learning about the curriculum. It should offer realistic learning outcomes, key risks, time, 


and costs applicable to it. 


Pedagogic activities of gamification 


1 


You should help your students gain knowledge as they play games according to the 
school curriculum set. 

How do you incorporate gamified elements into the learning process? 

How do you solve different tests, assignments, quizzes, and group challenges? 
What are the specific benefits students will get from gamified learning? 


How do you award marks to students after the completion of tasks? 


Gamification in the classroom 


When creating a lesson plan for students in the ESL classroom, it is important to consider 


different planning protocols to enhance the performance and engagement level of students. 


1.Badges 


You should award different badges to students when they meet certain learning 


thresholds when assigned different tasks, and skills, during class participation, and in the 


assignments. Under each category, you can provide students with various challenge levels and 


achievement margins within a given category. The technique will create room for making 


accomplishments for all class members and in introducing basic steps during gamified learning. 
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The badges will give students a chance to present their badges to others to help encourage them 
and create a healthy competition for them that focuses on scoring good grades to enhance their 


performance. 


2. Level-up 

You should introduce a solid level-up system that will give rewards to them at the end of 
the checkpoint level. Even as the students complete their assigned tasks and achieve the given 
class objectives, you should watch their progress and aim at attaining greater levels. Thus, it is 
necessary for you to grant students a positive choice when evaluating ways how to earn points 


when engaging in a variety of activities whose results can be earned easily. 


3. Leaderboards 

The use of leaderboards should foster a solid sense of competition for all players. When 
you use it during the gamified learning process, you should display the overall points each 
student has garnered. It will create a sense of validation, motivation, and accomplishment for 
students and their peers. They will strive hard to up their game to reach the top spot during 
gaming activities. In most games, leaderboards are considered demotivating to students when 


they are found at the bottom sector and hence forced to work even harder. 


4. Quests 
The use of quests during a lesson plan helps turn assignments into a better format that can 
be understood easily. You can use Role-playing games (RPGs) which will allow the player to 


make choices that contain varied outcomes. During a classroom setting, students can decide to 
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participate in fiction or non-fiction-based reading. They then decide the key genres and sub- 
genres they will focus on during the lesson plan. You will allow students to choose their own 


side of adventure in line with what interests and works best for them. 


5. Skill trees 

Skill trees are lesson plans used in mapping the curriculum based on the set requirements. 
You should use popular video games during lesson activities since they contain an unlockable 
skill tree that has prerequisite skills, tiered goals, and branching options. You can utilize skill 
trees by sharing the learning objectives of the classroom. It will allow your students to master 
various skills even before they unlock another feature that will allow them to head to the next 


step. 


Gamification Tools and Apps 


In higher learning education for ESL learners, the use of online platforms and key tools 
engages students in participating in the course content. In addition to that, it helps students 
connect with their fellow classmates easily and develop a deeper level of understanding 
concerning gamified learning. The gamified tools and apps in a given lesson plan will create 
enthusiasm, competition, and connection among the students based on their coursework. Some of 
them entail Kahoot, TEDEd, and Gimkit. 

Kahoot will allow you to develop basic designs of multiple-choice questions for 
formative assessments and other informal quizzes. Your students are given a chance to 


participate in answering questions that are timed in the tools or apps. With every answer made, 
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their results will be ranked in line with their accuracy and speed factor. Kahoot will be accessed 
through the web browser or Kahoot app. 

TEDEd is an app that contains many educational videos for ESL learners through 
gamification. When using it in the lesson plan, you are required to develop an interactive 
atmosphere through video lessons to engage students and increase their participation levels. The 
activities involved help students enjoy the entire process. 

Gimkit is a tool that allows you to create personal gameshows where students can access 
and participate in answering questions. During the lesson plan, the activity will require students 
to access the game through their own devices. They will answer the questions at their own pace, 
and comfort until they manage to reach a basic mastery level where they will receive grading for 
their results (Idris et al., 2020). The results will actually determine if or not they have fully 
understood and comprehended the course concepts allocated to them from the class syllabus. 

You should formulate key steps in a gamified classroom to improve the nature of the 
gamified lesson plan. It will develop an effective classroom strategy that will create a positive 


experience for all students. The key steps entail; 


1. Identify what procedure should be gamified 
Gamification considers aspects of engagement and motivation hence you should focus on 
areas where some elements are missing. It will help students gain a boost in their learning 
procedure. The identification improves the learning experience since errors are reduced mostly 


when tasks are assigned to the learners. 
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2. Know the students 
You should inject an active lesson planning procedure with the practical game mechanics 
that students are aware of. The process will require active knowledge of students and identifying 
them easily based on their preferences. It will help you lay emphasis on basic achievements and 
competition during a class procedure. Also, potential errors are avoided mostly when allocating 


different tasks to students. 


3. Setting of rules 
Most games contain rules which govern the way it is used during a learning process. You 
should formulate rules for the students and inform them how the gamified learning approach 
works, the key paths to its advancement, and all its basic rewards. It will help them play the 
games while considering all rules that must be followed and attained. The rules given in the 


gaming process ensure that all the set goals and objectives are completed on time. 


4. Keeping it flexible 
You must give students a chance to experience a flexible gamified learning process. The 
opportunity helps them decide on the ways they can progress in learning in line with their 
abilities and interests. A flexible learning process creates room for students to adjust their study 


patterns and focus on the applicable gaming activities that fit them or match their interests. 


5. Extend the gaming process beyond one subject 
When formulating the lesson plan, you are supposed to think big and develop games that 


focus on various perspectives. You should develop key additions to gamification that will 
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connect the practice to other subjects in the learning process. Extending the gaming activities to 
various subjects enhances diversity since ESL students can participate in different subjects of 
their choice. The main aim is for them to perform better, gain additional points and earn rewards 
from the gaming procedures present. You will work alongside others to establish long-term class 


goals that will make the learning process last for a long time. 


6. Track the progress 

From time to time, you must create time to track their own progress and that of their 
students. The follow-up approach will help you monitor the goal achievement process set in 
class. Tracking will create room for you to identify the errors and points of adjustments in 
gamified learning. It will also show you your level of concern about the gamified lesson plan 
assigned to their students (Idris et al., 2020). Also, it will be easier for you to identify which 
areas students have reached when studying the coursework and if at all they have been attentive 
enough in the ongoing classes. Student learning should be advanced for students by setting aside 


goals for the lessons and curriculum attainable and more engaging. 


Learning Taxonomy 


The plan for learning taxonomy will enable you to select, share and build the Gamified 
Lesson Plan in accordance with appropriate learning requirements. You will begin by selecting a 
STEM area setting followed by the given topic. The STEM area will cover Science, Technology, 
Engineering, and Mathematics. Next, you will identify the specific and contextualized situations 


that must be defined. You must target a specific age group for the students engaging in a certain 
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educational activity. Lastly, you will give a brief description of the quests and missions that will 
complete the lesson plan for gamified learning in elementary ESL classrooms (Anak Yunus and 
Hua, 2021). You may include the use of keywords associated with the lesson plan given. All the 
player characteristics are considered such as their age group and study domains. Your lesson 
plan will be grouped into various categories such as the skills aligned to the games, the aims and 
objectives, the tools applicable, and the timeframe needed. The taxonomy will allow you to 
develop scenarios and key missions that must be completed during the contextualized gamified 


learning process. 


The Teacher Dashboard and App 

The teacher app will help you access the authoring tool easily where you can post content 
for the student to access. The app will allow you to engage in lesson plan selection activities 
where all student information about gamified learning will be availed to them. You can also 
utilize the platform to relay evidence-based feedback concerning the performance of your 


students. 


Lesson Plan Guide 


Mission | Plan | Description Follow-up 
procedures 
A 1 You will carry out a tour for the students to Your computation 


familiarize themselves with the school. You will results from the 
assign them quizzes with different questions questions. 


concerning different areas of the institution. 
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You will conduct an introductory based course and 


assign them to your students 


You will log in to the 
internet to access 


resources. 


You will allocate exercises and quizzes to help 
transform and refresh your students’ knowledge. 
You will conduct them inside or outside class 
depending on the minigames being used. The 
assignments should create room for fill-the-gap 


sections. 


Your computation 
results from the 


minigames. 


In the ongoing lessons, you will issue a test to the 


students with additional exercises for practice. 


Your computation 
results from the class 


test. 


You will start an introductory based course 
together with additional support resource materials 


accessible through the internet. 


You will log in to the 
system to access the 


resources. 


You will give students exercises to help them 
reinforce and practice the knowledge they have 
acquired. You will assign them live scenarios 
where they are supposed to make the right choices 
through the use of graphics and lesson plan 
designers for the minigames. The questions you 
give them must be in the form of a multiple choice 


to help save time answering the questions. 


Your computation of 
results from the 


minigames. 


43 


You will issue a test to the students concerning the 


rules of divisibility in the classroom. 


Your computation of 


results from the test. 


You will issue an introductory-based course is 
assigned to the students together with its 


resources. 


Students log in to the 
sites to access the 


resources. 


You will give the students quizzes to help them 
practice the learned game content. The questions 
you give them must be applied in the form of 


select elements present in the list given. 


Your computation of 
results from the 


minigames. 


You will allow them to participate in activities 
such as factorization and decomposition are done 


during the lesson. 


Your computation of 
results from the class 


test. 


You will give them an introductory-based course 


issue and its relevant resources. 


Logging in to the 
servers to access the 
recommended 
resources during the 


class lessons. 


You will assign them practice exercises to check 
whether the students have understood the gamified 


learning procedure taught. 


Answers to the 


exercises. 
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Vocabulary games in the elementary ESL classroom 


Outburst game 

In this game, your students will be divided into two teams A and B. You will then assign 
different topics to the groups based on the curriculum being used. All the teams will then meet 
separately for roughly 5 minutes to discuss key issues related to their topic of discussion. They 
will then design a list concerning their discussed results then the game will commence. You will 
inform the first team to guess the other team’s items which will create a noisy outburst. The 
member of the other team will then listen to their responses and tick the items mentioned. For 
every work the team will guess right, they will automatically score a valid point while for every 
word they will miss their opponents will get the points instead. After the points are recorded, you 
will request the other team will repeat the same procedure of guessing the items in the other 
group’s list. After many rounds, you will make a final decision concerning the winning team in 
line with the final results. The outburst game will keep your students active and create an 


enjoyable and fun experience which will force students to try playing the games more and more. 


Memory Challenge game 

In the memory challenge game, you will place all the students in various groups or pairs. 
You will give them a time limit where they should write down many phrases, words, and 
expressions they can recall from the last lesson they had concerning a given topic. It tests their 
brain retention capacity concerning information learned in class and its application to the 


different games found in the lesson. Spelling accuracy will be checked when assigning points to 
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each group. Therefore, the group or pair that can remember the most details and get them 
correctly will win the game challenge while the one that fails to write them down or rather gives 
less information is considered the losers. The memory challenge game will keep the mind of 
your students active and make them active during class sessions in being creative and thinking 


critically. 


Questions and Answers (Q & A) 

The game section is self-explanatory and can be understood easily by students as long as 
they follow instructions. You will write a word list on the board then divide the class into two 
and assign them to list A and list B. You will request the students to take each word in the list 
and recreate it into a solid question. The question should be easy to answer and understandable to 
the recipients. An example: Is the weather sunny or rainy today? which is easy to answer. When 
inquiries are present, the students will consult you, relevant resources, or their notes. The 
technique will help them get responses on time and gain insight on how to participate in the 
answering of questions in accordance with the given rules. After the questions are written down, 
the lists from A and B will be exchanged between them. The students will then read the 
questions and give an answer to each of them on the same paper. After the answers are written 
down, you will give back the papers to the original groups and read them out to determine 
whether the answers scored correct or wrong. The team that has the highest marks will 
automatically emerge as the winner while the team that receives the lowest marks will be 


considered the loser. 
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Game mechanics for gamified learning 


entail: 


You can utilize game mechanics during your lessons to improve the outcome. They 


Cascading Information Theory that breaks down your information into small bits to help 
students learn easily from the bits created in the curriculum. The breakdown will help 
your learners practice games in different sessions until they gain maximum knowledge. 
Achievements where your learners will celebrate their achievements after the completion 
of learning activities. The game theory tactic will help motivate your students to achieve 
the set goals in gamified learning. You should therefore channel the desire in learners and 
encourage them to work extra hard to earn achievements. 

Collaboration of the community where you and your students should work hand in hand 
to help complete the gamified learning lesson plans. Students will be required to include 
extra effort in either conducting tasks or solving problems. 

The use of points will create a numerical value that will help you in grading students. 
When the students perform accordingly, you will use points to give them marks and 
determine their class position after the completion of the lesson plan. 

Loss aversion whereby when the students fail to receive rewards after a given task, 
punishment should be avoided to grant them another chance to perform even better. The 
use of games should be a motivating and fun experience 

Behavioral momentum is a technique where people engage in activities to keep them 
consistent to them fully. An example is taking part in classroom routines. During the 


lesson plan, you will encourage the students to develop a positive behavioral momentum 
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that will govern the choices they make on different activities to participate in. The 
technique will enhance their focus and instill in them knowledge of how to maintain 
consistency at all costs. 

The use of a countdown will require you to set a certain time when students will complete 
a certain task. You will focus on the key deadline approaches where the learners are 
supposed to complete certain games on time. The homework and tests will help you 
determine the countdowns allocated to different game plans. 

Levels help the learners gain additional points which can be granted in the form of 
rewards. In most situations, your students will begin from zero points in the first level. 
They will be forced to work harder to reach the top level to get the final reward. 
Therefore, it requires extra effort to proceed to the next level during gamified lesson 
plans. 

Progression is a basic tactic when the players require gradual success. The technique 
requires active consistency and commitment to the gamified learning activity. The 
mechanism ensures that a series of tasks are completed on time. During language 
acquisition, your students will engage in periodic use of vocabulary, and spelling 
challenges to help them perform better. The entire practice will include maximum 


progression for better results. 


. Ownership helps learners feel confident concerning their work and when they get rewards 


after winning certain tasks, they gain total ownership of their efforts. Most of them are 
creative and hence engage in autonomous decision-making that will grant them full 
ownership of their own content which is different from that of their fellow class 


members. 
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Objectives of ESL lesson plans 


Your lessons should provide adequate knowledge to students and create room for them to 
understand and utilize their success skills. 

Your students should analyze a challenging question or problem easily. 

To help you develop a pedagogic learning experience where students can gain insight 
into how to solve questions and challenges when playing games. 

To help you grant students with authentic resources and tasks where they can gain 
information to apply when learning. 

To help you incorporate the choices of students during the teaching and learning activity. 
To help you design games that will improve the performance of students. 

To help you relay an insightful and relevant knowledge experience to the learners 


During the activation stage of the gamification lesson plan for elementary ESL learners, 


you will give past knowledge to learners. You will allocate them a certain timeframe for them to 


assess it, analyze it and draw conclusions from it. The second stage is the discovery stage where 


you will use adequate input to learners to help them observe, explore organize and inquire based 


on the information given to them. You will ensure that the information given can be organized 


during the gaming process and that a solid meaning can be attained from it. Through discovery, 


the students will learn unique features in different games and apply them during the lesson 


activities (Anak Yunus and Hua, 2021). The deepening stage offers you various cognitive 


practices that boost critical thinking and creative thinking. You are required to encourage the 


active use of skills from the students to enhance a positive gaming outcome in the learning 
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process. The entire process will be fostered through active communication between you and 
students to enhance a solid level of understanding. The activity will help you generate ideas and 
in hypothesizing information through the input sources made available. 

In the planning stage, your learners are required to organize their study plans and engage 
in class activities to boost their performance. You should strategize their learning materials and 
formulate ways how they will use them in the learning process. It can also occur through giving 
and relaying feedback concerning the plans to the educators. You will therefore assess and 
review the set plans and determine whether or not they fit when applying them to gamified 
learning. The technique will help guide students in recognizing the importance of gamified 
learning in the ESL classroom setting. During the creation stage, learners will be forced to create 
a vivid learning product and reporting tool for better results. Incorporating their plan to create the 
gaming presentation will help them relay details concerning their accumulated information 
(Anisa et al., 2020). Lastly, the publishing stage creates an environment where learners will 
communicate freely with one another and share their learning process and experience. In most 
situations, you will assign them tests, quizzes, and group discussions to test their knowledge. The 
information they gather will help them draw conclusions about whether the gamified learning 
activity was worth it and if the students need to proceed to the next curriculum step. 

Generally, in the gamified lesson plan, both you and the students should work hand in 
hand to promote the success of the learning activity. You should engage in procedures that help 
them understand the nature of gamification and how it can be applied in the studies of 
elementary ESL learners. Gamification creates a positive environment for students to gain 
adequate skills, and become more active and productive during class sessions. Therefore, it is 


important for you to establish a fun and entertaining learning environment for your students to 
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help motivate them. You should formulate key learning steps that will in turn improve their 
engagement levels and cooperation. The use of tests, assignments, quizzes, and class discussions 


should improve the performance of your students and help them access their success margins. 
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Chapter 5 


Conclusion 


I selected the project since it grants me insight into the importance of gamification in the 
field of education. Gamification helps me understand how knowledge can be passed through the 
use of games in most learning institutions. From the project, I have understood the different 
elements of gamification and how they can be applied in the elementary ESL classroom setting. I 
will understand how gamified learning is utilized by teachers to enhance language learning. It 
will create a basic foundation for educators to use a culturally-based curriculum within the 
gamified teaching practice. The use of gamification in the ESL classroom will help educate the 
speakers on how to speak English which is different from their background language (Anak 
Yunus & Hua, 2021). The key interactions with students will grant me exposure to how to 
interact with people coming from different social backgrounds. The technique will maximize 
diversity since English will be the basis of learning for all students. 

The procedure of creating the project was not difficult since it required the use of games. 
Gamified learning is quite interesting and fun to practice; hence, one gains knowledge on how to 
apply different elements to the gaming process. The creation process required active research of 
different types of games that can be applied in the elementary ESL classroom. Various sources 
helped in assessing the importance of gamification in the classroom sector and how teachers can 
apply the games to pass the knowledge (Anak Yunus & Hua, 2021). 

The writing experience helped me understand that different students possess different 


abilities and skills. Therefore, one student may be proficient in playing one game and lack the 
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skill to perform efficiently in another. Through the learning process, it becomes easier to mold 
and shapes their skills to enhance their class performance levels (Anak Yunus & Hua, 2021). 
Also, it is important to treat all the students equally during the gamified learning process. 
Unequal treatment leads to a lack of motivation for the students to study even more since they 
feel they are treated unfairly. Thus, any form of bias or unfair treatment should be avoided at all 
costs to maximize balance within the learning environment. Even as quizzes, assignments, tests, 
and exams are given to the students, it is important to assign them marks based on their 
performance levels. Allocating them to different groups will help the students interact with one 
another hence enjoying the learning process. The interactions will help them understand one 
another even better and recognize cultural diversity in gamified learning (Anak Yunus & Hua, 
2021). There is a need for teachers to recognize equity and balance when passing knowledge 
during the gamified lessons. Teachers should inform students of the importance of unity, peace, 
and harmony when playing games which are important tools in the learning process. Through a 
solid communication framework, gamified learning will be improved since social engagement is 
boosted. Students can study efficiently since issues of discrimination, unfairness, and inequality 
are minimized. 

The project exposure has helped me improve my teaching skills in line with the 
experience gained. As a gamified ESL teacher, I will educate students easily since my abilities 
will be improved. I will consider the need for cultural diversity in schools and recognize the 
backgrounds of different students. The experience is quite positive since my social 
communication skills will improve; hence, I will interact with the students freely (Anisa et al., 


2020). Even in my quest for future jobs, the project exposure will elevate me in the hiring 
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process since gamified learning requires diversity, which is a skill I have in the ESL learning 
process. 

In addition, quality skills in the gamified learning process are important since it makes 
the learning activity enjoyable and engaging for students. Therefore, I will maximize my skills in 
the lessons to pass knowledge to students on how they can use games to understand the English 
language. The technique will improve their utterance and fluency skills by allowing them to 
speak different words easily without difficulty. 

I hope to see my product used in different websites and research publications as a 
reference point on the importance of gamified learning for elementary ESL learners. The 
curriculum helps shape the communication skills of students and improves the teaching 
experience of teachers using gamified learning (Anisa et al., 2020). When used alongside other 
research articles, the thesis project can be used to expound or add knowledge concerning the 
topic of gamification in the elementary ESL classroom. The additional work need in the field of 
gamification is that more games should be introduced to make students engaged as they learn. It 
will improve the learning process and motivate them to study even better. Also, more books 
should be written that focus on the topic of gamification in education, its benefits, and its 


importance. 
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